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I Daniel Hazelton, believe myself to be the original and first to invent the sport of Dictionary 
Dazzle or Die Dazzle, kick named Dazzle and the portable form, disclosed in DISCLOSURE 
DOCUtyUOTNO. 480001 and further described in the foregoing Patent Application 
Specificatioa I reside at 55 Nunan Street in the City of Charleston, South Carolina, and am a 
citizen of the United States of America My mailing address is 55 Nunan Street, also in the City 
of Charleston, South Carolina. 1 have reviewed and understand the contents of the enclosed 
specification, including claims, and I am aware of my duty to disclose to the United State Patent 
& Trademark Office all information known by myself, to be material to patent ability as defined 
in Section 37 CFR 1.56, Duty to disclose information material to patent ability. 

I hereby declare that all statements made herein of my own knowledge 
are true and that all statements made on information and belief are 
believed to be true; and further that these statement were made with 
the knowledge that willful false statements and the like so made are 
punishable by fine or imprisonment, or both, under section 1001 of 
Title 1 8 of the United States Code, and that such willful false 
statements may jeopardize the validity of the application, any patent 
issuing thereon, or any patent to which this verified statement is 
directed. 

Name: Daniel H. Hazelton 
55 Nunan Street 
Charleston.SC 29401 
Telephone: 843-723-3880 
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It's better than % ur \ . Its Dazzle 

Copyright 2000 D. HAZELTON 

Dictionary Dazzle or Dazzle Is a new sports game. It can be played In 
many different forms. Dazzle combines athletic competition with a touch of 
word play to make an Interesting and challenging event. Dazzle Is different, 
one way Is because as you grow older Dazzle offers different aspects of play, 
to keep you entertained. Dazzle can be played in the spirit of team 
competition or as an Individual contestant sport. Dazzle Is simple to learn and 
easy to play, but more Importantly, It gives players a fun and easy way to 
enrich their word power skills, as well as mathematics. If you like different 
use Dictionary Dazzle, Its an athletic contest in which some contestants may 
try, getting away, with the use of a pun. 

Ana Pflt«»g ftf the ft*"™ 
Dazzle can be played as a contact or a non-contact sport, also solitarily, 
like most sports there are a number of various degrees present, when 
measuring the difficulties that's involved with mastering this game. But like 
most sports, only a fundamental level of skills are required to play the sport. 
However Dazzle offers different skill levels of play. For Instance, if you are 
playing tills game as a contact sport, you have to display a higher level of 
performance to play it, then if you are playing this game as a non-contact 
sport. It also is true if you are playing the first fundamental stage in the 
levels of Dazzle play, (Kiddy Dazzle) the level of your expertise would not 
need to be as great, then if you were playing in the last level of play (Super 
Dazzle). But no matter the level of play, there Is a constant which exist for 
all levels of Dazzle. It la referred to as the Dazzla Board and it Is the center 
of all fundamental play In the game of Dazzle. The board has eight 
directional points and each point has an order of play especially designed Just 
for that particular point printed on the face, of the Dazzle Board. In the 
center there lies a pointer. The pointer is what contestants power around the 
board. If the game is contact, it is a struggle pitting each team's player 
against the other, striving to get it within their grasp and If they get a 
chance to touch it, strive to make her spin, at least one revolution. Ah its 
great, you ought to see them fight to power her for control, as each man 
zealously tries to stop the other. However if the game is not Contact Dazzle, 
then players compete in a far less competitive fashion, for a victory on the 
field. 

Basically there are three competitive ways and one way of Solitaire to play 
the game of Dazzle that can be played indoors or out of doors. They are: 

1. playing with the Dazzle Board only competitively - (two forms) 

A. Contact Dazzle, Straight Scoring with the board only and 

B. Non Contact Dazzle; (no levels of competition used for both forms); 

2. playing with the Dazzle Board and the Dazzle Bar - (two forms) 

A. Contact Dazzle and 

B. Non Contact Dazzle, (in both areas the four levels of competition are 
used); 

3. playing with the Dazzle Board, the Dazzle Bar and a Dazzle Mate (the four 
levels of competition are use but the game la not discussed in this manual. 

4. playing with the Dazzle Board Solitarily only. 



Instructions found on the Dazzle Board and an explanation of these 
instructions are: 

1. Free Spin (0 points) - contestant must spin again, unless when using a 
dock time expires. 

2. Take a guess (12 points) - players guess the weight they can lift, if 
successful 12 points are awarded. 

3. Wagging a weight (3 points @ pound) - for every pound the player lifts, 3 
points are awarded. 

4. Add 2 ounces (10 points) - player must add two additional ounces on the 
bar and lift it. 

5. (OPTIONAL FLAY - DEAD SPIN WHEN NOT USED) Ante-up Again (0 
points) - player must re qualify to remain in the contest by putting up 

the stipulated ante once again. 

6. (OPTIONAL PLAY - DEAD SPIN WHEN NOT USED) Start Over (0 points) - 
player must lift qualifying weight again to remain In the contest. 

7. Add a weight (4 points 6 ounce) - 4 points are awarded for every ounce 
that la lifted. 

8. Subtract a weight (1 point 0 ounce) - for every ounce that can be 
removed from the Dazzle bar, 1 point Is awarded. 

**NOTE: If playing Contact Dazzle - Straight Scoring with the board only, 
(From Here On Referred to as Straight Scoring) Just the pointer determines 
scoring plays and not the instructions on the Dazzle Board In conjunction 
with the Dazzle Bar. Also If the black tip of the dazzle pointer land on one of 
the lines dividing the instructions atop the board, the spin becomes invalid In 
all forms of Dazzle. 

[(OPTIONAL PLAY) All who want to play Dazzle must pay an ante. The 
ante can be word play, athleticism, play money, almost anything, even tooth 
picks if desired. A preselected period of time called an Ante Interval Is 
picked for aa a time period that is used, for the completion of any athletic 
and word play events. However all team competition must be played in 
accordance with the Minimum Number of Events For the Corresponding Ante 
Interval Time Limits listed below. 

Minimum Number of Events For the Corresponding 
Ante-Interval Time Limits 



Ante-Intervals 

15 seconds — 1 event must be word play 

30 seconds 2 events, 1 must be athletic 

45 seconds 2 events, 2 must be word play 

1 minute — — 3 events, 2 must be word play 

75 seconds 3 events, 3 must be word play 

90 seconds 4 events, 3 must be word play 

105 seconds 4 events, 4 must be word play 

2 minutes 5 events, 4 must be word play 

In addition to paying the ante, if you want to play, players must also make 
what is called a qualifying lift using the Dazzle Bar, prior to paying the 
ante. (OPTIONAL PLAY OVER)] J] 

Now ell weight that's place on the "Dazzle Bar 11 during the act of 
competition, must remain there, unless "Subtract a weight 11 is spun. 



fttharwlMi no wgrfpht nmm«B off nf a pajafljB during 
whether the weight la aamimad tar w»l. 



Games g t started with the team captains meeting in the center of the field 
or gymnasia with th umpire. The umpire asks for someone to call It, ■heads 
or talls.a If more than 2 (two) teams are playing the umpire uses a die or 
dies. If more than one captain picks the same number those captains must 
pick again. The umpire now will toss ths die Into the air, catch it with one 
hand and flip it over into the flat palm in the other hand. The team coming 
closest to what the die shows, has the choice of selecting play in the contest 
and taking to the offense or defense If applicable. Lower numbers always win 
if there is a tie in numerical distances between calls. *** Hay. 
includes if an ante and mmlffvlnn Hfta will hj nm>a «r a h*« * vmtghfr wtth 
Iffltl and minllfvhin lifts or If tha contest la going to hm straight arflHwga.a— 

THE FIELD 

Dazzle fields are rectangular and measure 45 yards by 110 yards. The 
Qualifying and Re Qualifying Area located mid field, Is 60 yards long 
(extends across the field) by 45 yards wide (extends down the field). To 
each end of the Qualifying Areas is a Penalties Area, containing a 
microphone. At one end of the playing field is the Dazzle Board, that is 
within the inner circle and the inner circle is centered, in another circle 
entitled the outer circle. To the other end of the playing field, rest the 
Dazzle Bar, in an area known, as the lifting pad. Inner circles measures 38 
foot across, while outer circles measure, 88 feet in diameter. Outer circles 
begin, 10 yards from the playing field's boundary end line. And the 
boundary side lines are, 23.5 feet away, from an outer circle. The outer 
circle extends down the field into the Qualifying and Re Qualifying Area 
approximately 23.5 feet. To each end of the Qualifying and Re Qualifying 
Area are the Penalties Area. They measure 45 yards in width by 7.5 yards in 
length. All the way down the field where the Dazzle Bar la kept, is the 
connecting zone's boundary lines. The zone starts 19.5 yards, from the line, 
marking the end of the 45 yard width, of the Qualifying Area. Prior to 
reaching the lifting pad, you first encounter the connecting zone. Right after 
the connecting zone is the follow through. Together the both measure 8 
yards in length, individually they measure 2 end 6 yards, respectively. Just 
after the follow through is the safe zone end it is 10 yards long. This is 
where tike lifting pad is, which measures 8 feet by 8 feet and is centered, in 
the safe zone 1 yard, from the boundary end line. 

Terms 

Base weight - weight up to two pounds (2 lbs)die toss or coin flip winner 
selecte that la placed on the bar before a game gets under way if an ante and 
qualifying weight is not used. 

Boundary end line(s) - lines at both ends of the field that mark the outside 
of the playing area. 

Boundary aide line(e) - lines on both sides of the field that mark the outside 
of the area. 

Connecting zone - the hashed area of the field a runner must enter which 
starts the connection between the runner and the Dazzle Bar during any 
scoring attempt in the game of Dazzle. 

Defense - any team that la not in possession of the Dazzle segment dock. 
Designated receiver - a play r who a runner makes an exchange with for the 
purpose of taking over the run and lift opportunity. 



Designated runner - the person that has completed a soln 
Designated spinner - a format of Dazzte that usesti *f » n„_ , 
sptoner to take their turn at epirm^theTotater * 8 toe " up for a 

prance - the part of the field* a pla^mSsTuee* to enter the penalties 

JWt - the part of the field a player must use to exit out of the penalties 
loner^ circle - a drdo within the outer' drde having the Dezsle Board In Its 

*SSS rto" " "— 3 •* * 3 A *» Bar toy. on 

J&SJSI Iif* toch ^. on *■ out » 14 » o* the penalty area there la a 
St ~« «» to for flu * worf p^ri^SS. during . 

SSWS^-.S? 4 ^ ™» t «» *» *W Jn the coota* 

PjJJg jrj. boundsx, an. - the outer hn. thet «rks the outride of the 

Including the psnsSHrseBlSS. =2?J£f2f5 if ths «sld bstwsm end 

inelde of, neededt? aaOarJ ^aSEftSS^TJS^ and f" 4 pIa » • vent » 
R»f*r<* ^ ™Ir^r»Si ejneiy ente requirements before and during olsv. 

*»«£? - ?X^££.'Z!S;,£!f i * ""to*** the 9amT PUy - 

SSLS -1 ^ V **** to acore- 
Umpire - the head official in a Dazzle game. 

Playing Rules are as follows: 

c per «!lri^™!v,!»!ii firont «o as to def nd the bar. 

"wner tor up to thirty seconds through bumps, blocks, arm drags and even 



SSSii^JteeS 1 ** ** con * e tron * BtUn 9 * 8» PanaltleB/Qualifyjng and Re 
eecondThaa anoad'f U>4 ' ** * bu, " r 01 **" "' B *JM* when the thirty 

d^^iiJSf^f 5 0 * *? R " « U4B * «"» ■» *lKt*<l (torn the gam. The 
defcnee torn up ao a, to pa, nt an oOanelve plawr bom 9atE?taStt. 



SitSfSS 8, »S ce88ful to crossing over Into the connecting «me th* 
c^Then the runner will attempt to cross over the follow through into the safe 

BP LW 3 * After the weight's placed on the bar end the action's n»terteii 
tte runner needs at least one down left to aMchthi > saftTSi r 
^through in order to score or attempt a iS to score! 
?• ^ch thne a runner's knocked down causing one orboth of ««,,. w*. 

to??Sle^ar?^ ^am every ounce of weight, that was^taJ^ froT 



a. When the Mean anticipates and Intercepts an exchang , this Is known as 

^ SwEc^sr ^ piaM ' m ^ mu>t ~* «• 

c. If a stolen xchange le signaled the exchange stealer has now become th« 
JS^ t8 l! U,mer - Wh?"^ occurs, the MSJ^iSS^tSI^i^ 
*L?«r„£Z, ^^/P ^ where the runner or peSST 

S^S? 5 tf °¥ deslywted.runner was about to cross into the safe sons when 
^J^^S? 6 took place, all the exchange stealer singly has todo te 
^ a ^toto the safe sone. After doing so the new runner 's team is now 
in the position to score and has all 5 downs, in order to completsTscore/ 

Games ere as follows: 

?J*fJ * fc An 9*™** begin with the umpire's tosa of a coin or die. a. If more 
than two teams are playing the die can be tossed twice. 

iaJS^JllS!^ ***** whea ****** outdoors that 5 (five) teams ere 
allowed to participate in any one game of Contact Dazzle. 

partidpate 8 a maximutn * no more than 3 (three) teams can 

5i2?*l! * 7" to*" o'PtoJns give a number between 1 end 6 or 2 and 12 if 
^Z^r^JV^^J^ 9 ^? *• "Ptoin coming closest to the number 
facto? } wmwtothe toaa when a coin le not the determining 

ZJZZfitZSS 1 ? 1 *f t8 1 a < 5^all£ylng weight and ante or base weight and 
fSP 8 of contest to be played such as Pace-off, Side out, etc.. 

b. Then depending on the contest, elect to defend or take to Si off ense 
once the umpire spins the pointer for a gams to start. 

RULE 9 [(OPTIONAL PLAY) Bach team receives 5 chances to place 11 olavers 
if played with Qualifications. The first qualifier cou^ for twodote the 
rSL"^ 555' ^Vtoird" four stoSTSd tEnmti f? aTone atfece. 
L^^^S? 3 ?* 9 !"H* 18 «* cleared, the winner oftte dto 

2£*E Sl2to In accordance with the selected ante interval. If for some 
rssson an infraction occurs, the losing captain or next closest to the oil 
^SL th ^ h0n0 !: " ^ some reason the losing captain also incurs aT 
tafracto, the next closest to the call or the umpire will make tteselections 
•eVJ^'TSSS **52? 1 te ~t to be more thana 45 second ante iSs^r" 
Xs thln^.] < ]]r ylng WBl3ht ' *** *• ^tontoS oaptain has qualified aU 

RULE 10 [(OPTIONAL PLAY) After the qualifying begins, there will be no 

moretoan 30 adnutes allowed between twotSS. uSKtaTte 22 

qualifying lifts and 20 minutes for paying the antes. 

a. Six minutes will be added for each additional team playing. 

taJ^S ^S^ P l,^ announ ^ Creations has ended end any 

SS? M££ * ptay *• have 

c. The midway point and 5 minutes remaining in qualifying will be announced 

»t^to P qtM.^ ylng ^ ** ^ ~ 

i-^^toam WIL supply a hat for the officials of the persons qualifying for 

SPEC'S!* b0 *£ rt *• Mtta 9 P^. The refer s(s)^Slid ntlfy 
a players and that player will enter onto the lifting pad, pick up th barand 



wtthto IS woods qualify and than hand the bar to official At »Ueh »m„ 
tt. rrftew win piece the bar or hav. th. uSSk «. 

^^ttSffi! 1 " V"*** *» th. phy« do- not 

fi^J?«S* PanaWaa ana. Whan a player la 

JSS^Si' ** t tl ^ K V*t«n» «o enter the PenalUee area. whanth. d~* 
SS'.LfKS. •»««">>••»«. to front of the PenaWea^teance^Thf .2, 

itoV^ te ^.22?S^5 y ""J th^Ti^XpSLffi'l™. 

5* _? a P^yer falls to follow any of the entarina or uduna nro^„«,« 
during the qualifying, a third o«onaa\^^^tSfS ft P ^f^?iS M, 

tha violating team, down to tan. (OPTIONAL PLAY OVER]]] P y 0X1 

forma of play - Designated spinner, Side out or FacTnff toee 
n^Xn^tirLrJ^' **2XH**m -e. eftor the 

^sS^Ttto^X.. 3 *" 0tt * *" half: °» " 1 «■ «* «d two 

JS*. 12 * "to »"» eonalat of two equal halvaa of 42 mtauw. iw 
M o^rtnT-SSS SSS,-^ " ctocK 
BeJ^*^!^ h *^f of tune tn a half and atopa only, for .raid 

SJLd^ JSl ^l a JfT. has 5 downa to ©cor© within, but does nrt tadude 
reS ST oo^VSnT 81 ^' ^ ^ d0Wne; ** SS^S-. 
eW^SowUT 10 " " Playwr cr088M toto the safe zone then, tha lift Is 

minutaa ?2?^3^ °^ U 2 0 * played b * placing 15 

«r75^_iTV™.T"™* aock * Far wde-Out and Deatonated-Solnnar e <*« fn.. 

f ' b. uwd to etart the pertod!^ *°" 

Buf£^£E?£! du f laa • «« out or durto™a panato attuatton. 

j. only coaches and captains are allowed to talk to th umplr and referee. 

km uta- swas- tta-y 



Pace off. 



circle. y 111 flww spot while within the inner 

not .How* to 

tha field win count aTStdSSi Tta p ** lt ***» >•*"> 

angle. A player too^^ethei? fiL ?2tSMS at 8 45 

contact, p P roWtod^e^nS? ? S^th^l^^SZT 

«• folded across their chest Z^^ftX**^ *** 

i^nfiZSSVZ flr^an^^hfT ^ un «^smanlike 
the remainder SfthY ha? and S t ^f^^.^-S a 5 nln L5 r e J actton te 
Penalty for the eewidrtfenee to SSZfT^JST*™ a 5"! 8 P ln ' The 
awarded a free ™ llS^^&m^ ^ ^ m d the other team is 

SV^S;ati a K Late contact 

area or a toss of a do^T^th^o,?^^ * * the Penalties 

resSTaSr?^ tothtSSdted^ ^V^S? or for play to 
offensive team has 35 second. fafS'J Jzftf'V? i nfractlona ' the 
Planning. T«^!tt&*?& of a^™^^J?? ude 

sua., by n SLSto MET y ^ 2 »«ono», befor moment Is 
» talnS ^ d^lS"^^ 2?*^ J** 0 * 9 th*r f«t. 



offensive players. 

Ante ^tt^ySSfSa S^S? 4 ^^- ^an eelectlng the 
or use five letter andeup2y a word ^efen^Sff 0 : ?f5 a ^ bac&ards 
athleticism Is Included . toSto«SSi5f ^ a 8 P eclal *attar. if 

second.. The dto^^v^nSSS^^ fSSl % within 3 
to Dazzle, unless already P re<Cr^db^leaSe . ^ foUowlnff tev0ta 

X2 I £. ? J25f WOrds for Kiddy Dazzle 

Xl 5 5 7, 1 ? t S£L word » for XQter^dlate Dazzle 

Use I S u 52f ""J* f* P^f essloiSl dS 
Use 6 to 12 letter words for Super Dazzle 

aJ£SJS *fg"L^.^.i»Jiy off series and by 2 for 
athleticeTttSn" tt^TLSTL * «5 «■ ^ ^vltiee or the 

Note: in all portions of"SSta« nE SLE^ 88 !* 
to be verified withttTuaa tf ™ ^JS 8 . words used must be able 
to the mt«netTthVneareS ubra^^^^^J. 111 * that going 
permitted. And .,n^ n nr^iiS^.. ? verl£y a "o^ will not be 

-™ —flit r! n njLLJMnyua J . Til? ".,1! !!^ T " ™ "^n n nm i 
«me contest. " Wra nor can word* be used twice to the 



^the dtetOM selects 02 
those letters. The limits an « tMtanta ' to mak8 ~ u P words using 

totte^2d"supj?& SST^to 2 5 l 5 ^' Professional - 16 to 21 
display. ^ ^ Dattto " 21 to 26 alphabets. These letters will be m 

RUL ?,i 7 Challenges 

JffJW^^ total given is not 
a. 2 - minutes are aUowd^^v^-5S^^^. epelllng 01 total, 
challenger's next powrata » »m^?S to,l ! a « and will come out of the 
Players havelne Siute^taS^^ «PtoJn or any oTthelr 

explain why they Era? JSS £2? SE? ? 6 , y ^tond Is not correct or 
dictionary or celculatorX^ ^ 

dictionary inforaSor meSod otScXisnSi 1 ^ w £ look * the 
then rule on the issue. RWUK>a 01 caiculation(s) that Is being presented and 

tovor*of^cha^ * J ftoute. If the ruling Is in 

Otherwise tiN^me^ from the lame 

»«W » egSt-d&y « « 



player will be ejected from th game. (OPTIONAL PLAY OVER]]] 
PENALTIES 

There are two type of infractions, the minor Infraction which generally 
carriea a penalty ranging from the detainment of a player to the loss of 
downs and the serious Infraction, which can range from free lifts end spins 
to some type of election from the game. 
These are the penalties. 

PENALTY 01 - Player(s) name Is not recorded prior to the start of gams - 
lost of that player. 

PENALTY 02 - Player (e ) shouting obscenities or making outrageous comments 
to referee - player sits out one segment; second time player is ejected 
PENALTY 03 - Player(s) fighting - automatic ejection. 
PENALTY 04 - Player (s) use of Improper equipment - automatic ejection. 
PENALTY 05 - megal offense - no offensive player on the line of play or 
more than 5 offensive players on field et the same time, offensive player 
within the Inner circle for more then 3 (three) seconds without touching 
Dazzle Board - offense loses one down; on Inside - player (a) barred from 
inner circle for remainder of play. PENALTY 06 - Personal foul - covers 
Illegal use of the hands, illegal blocks, clinched fist or Illegal picks and 
fouling the spinner - constitutes a free spin. If Designated spinner or Side 
out in straight scoring offense has choice of man running around outside of 
the inner circle line once and then attempting a free spin within a 4 (four) 
second period of time or attempting to complete a spin against two defenders 
within 4 (four) seconds. If Face off In straight scoring offense has 4 (four) 
seconds for a runner against two defenders to cross into the safe sons from 
the follow through. On inside, free lift of bar as Is for 2 (two) points. 
PENALTY 07 - Technical foul - covers unsportsmanlike conduct, constitutes a 
free spin, e free lift and possession of the Dazzle Board. If straight scoring 
receiver team runs a man around outside of the Inner circle line once within 4 
(four) seconds and then attempts a free spin, then offensive possession. On 
Inside, free spin for lift, free lift end offensive possession. 
PENALTY 08 - megal defense - more than 5 defensive players on field at a 
time, offense get option of restarting segment clock or 1 (one) additional 
down. On Inside, option of restarting segment clock or removing 1 (one) 
defensive player for remainder of offensive possession. 
PENALTY 09 - Player out-of-order, Incorrect player up to spin - loss of one 
minute playing time. 

PENALTY 10 - Off 81de by defense - offense receives 1 extra down; Off side 
by offense - offense loses 1 down. On Inside, N/A. 

11. Player(s) use of mechanical mechanisms to enhance lift - teem forfeits 
contest. 

12. Team calls time out without any during run - 1 (one) down taken If 
offense or 1 (one) down given if defense. If during Board play, coach 
leaves playing area for 2 segments, other offense(s), coach leaves for 
remainder of half. 

13. Delay of game, too much time in the Inner circle - player confined to 
outer circle for rest of segment. 

14. If player breaks outer circle confinement- player sent to Penalties area 
for rest of segment. 

15. Coach on the Dazzle field, 1" offense - warning from official; 2" offense - 
captain waits out rest of segment in Penalties area. 

16. Unauthorized use of dictionary or calculator - player ejected from game; 
second offense - team loses challenges end or 2 qualifying slots for rest of 



hall; third offense - team loses 2 more guaUfvlno slots and 

2 segmental to Penalties area; forth offeST^S lows^tSL^ 8 ? ut 

players to the Penalties area. 8 anouier slot and 3 

17. Unsportsmanlike conduct - flying tackle, clinched fist or ill *w«h«„ 

aSa 5^,^ eJ< 2 gd the game and free sptaand Sftis 

5^ « etralght scoring offense has choice of man running T™L«w« 
outside of the toner circle line once and ^ttaW^g?^ 9 sZ^Shi« . 
4 (four) second period of time. ««*mpung a tree spin within e 

W. Player touched pointer or Dazzle Board mounting (aide of th* tw,i*. 
Board) and falls to leave toner circle - player tt&*&£tS*m 

19. Player leaves field and returns conttoutoo run - nenaitv <« ^ u 
g P 2X^ point of where pSy^fftnT aSTSAS N/A 

^ ** din * longer than 2 seconds, player confined to outer drcte ?/ T ~** 
of ^jgment; second offenss, player ^BdTZ^Z^r^JT' 



£ JSEfJS? X 8 Plor to receiving the run from the runner - no 

^Cto^N/T'^ RU ° ^ be *— at *» P^t^eSXwaT 

22. Holding below the waist or above the shoulder - holder win wait «... 
segmaw second offense - will wait out the half; third offense - ejection from 

23. Late hits - player wait out rest of the segment. 

of ' CSS * " ^ - * »* 

^Offense moving on the line of play - offense loses one down. On Inside, 

^Tw***"" P0lnt8r " Nozzle board mounting - run goes back. On 
On ^^Sfle^N*/A?* m ' 8 ^ 8 *° 1080 on the line of play - loss of one down. 
M^Player leaves penalty area before being dismissed - player ejected for the 
2jUPlayer lands on top of Dazzle Board - player ejected for the half 2- 

Referee Signals 

Ij^hwd, both arm. hash to left - player ejected from game; covers the 

A. lost of player, player ejection; 

B. player fighting; 

C. player use of Improper Dazzle Equipment; 

I. SSTbT^SSSr* 1 n,chsnUM » »— 

P. player name not recorded and 

?* JfC? 1 ? ^^otettene of the serious Infractions. 

: 3S StM^tKWe^ pteywf ***** **** 

lajg m extended °»t to clinched fist, back and forth - player waging a 

I' 2£|»t hand over eyes lifting up to see - player take a guess 

6. right thumb and forefinger with inch gap be^e^L^other finger 



i^SSu^SSJf^ elbow * dwwldar height - add 2 ounces 
7. tight forefinger pointed straloht uo with n^A^tM ~ 

counter-clockwise motion^ heM bent i^at*S$L^ii^ 9 ^ wdln 
over again (required weight) Mioulder height - player start 

?' JS?*,^* 0 brou ? ht together in front of chest - free enin 
9 . run in place - player ante-up again ™ 8pto 

" f&t ft^E* r** time out and wave an arm back and forth 

side of the body, palm open, todnVdown ttifLff?, 1 " up ^m the 

the left side about beUvhSh SiTfhf^Sl ? me ? t 111 front the body to 

12. stop the S- rtt ho^ rtoh^SL,^ *? toe warned 
facing forward. was ngM atm up in a opened palm 

SSg'toSr ** • »* — • »P »/op« 

&ta5te^d?°* (,) " haM» light am trig* „, „ . atMb , a ^ 

Sigh?' " * ■»* «~ to th. «d. 8 3ttS- b01ly , at 

^toched fist factogtoward ***** bo * arms etraight up in a 

^^^^^^^^^^ , 

wrtat. ■«»• ™ w. ttc. «nd taft arm caw «vtc clinching tight 

^hte* 4M * ^ nttnb « 25 "at w/out left m caning ^ clinching 

St KfSS. iZiTttS^^ZJ&s. « •*»«* - 

thumb tether, ,?S1iS£dta "toSjSTtiSiJSVtSS r /f r «* 
28. challenger wins - £5* #u*«LlL t 80n *thlng In left hand. 

™««nger wine - left fiat comes up to touch aide of forehead then, then 



B. more than 5 defensive or offensive players on tho ««m. 

out .bout .boulte S»5towS^rt I^Stt2*hSS.% KUndwl 

the following: y 811(1 ema8hes ri 9ht fist In left palm; covers 

A. holding; 

B. late hits and 

& ^SLY arm drag within the inner circle. 

and other fingers ^ched toa fl£ BbwU * t 80,1 w/ore **ger pointing out 
£• jBiS good - an official simply says "no spin." 

itouwSfSnitt ISf hS* 9 ^ "K b T to ■. te,9Mh » r *> *2t <* body .bout 
« 15 S^^Ik? 1 * 7 " I,turn « *° >«»lv. the run 



